MESSAGE 713466820668948511
FROM Klink'o'Lantern IN #proposals-ä6 ON 2020-05-22 AT 19:02:25.62:
Proposal 1:  Group swapping

Append the following to the end of rule 3:
"Two players may switch their proposing groups by publicly agreeing to the switch in either the <#713114832986964009>  or <#518856008605499402> channel. Once both players have publicly agreed to the switch, a moderator will update their discord roles accordingly. A players group may only change once per day by any means." (edited 5/22/2020  19:15UTC)

MESSAGE 713468372930658325
FROM rosewinsall IN #proposals-ä6 ON 2020-05-22 AT 19:08:35.708:
Proposal 2: Currency
Create a new rule which states: "Dad Coin is the the currency of this round. A Dad Coin is earned by creating a proposal that is passed. "

MESSAGE 713539571060834334
FROM HeuryAlone IN #proposals-ä6 ON 2020-05-22 AT 23:51:30.665:
Proposal 3: Anti-Currency
Create a new rule which states: "Mom Coins represent debt that must be paid. A Mom Coin is earned by voting No on a proposal that gets passed."

MESSAGE 714319045863669781
FROM Avery Lychee IN #proposals-ä6 ON 2020-05-25 AT 03:28:51.94:
Proposal 4: Exchange
Create a new rule which states:
"Coins can be turned into points, and visa versa, at the following rates:
   • 1 Dad Coin can be spent to gain 3 points.
   • 6 points can be spent to gain 1 Dad Coin.
Only Coins which have exchange rates specified in this rule may be exchanged."

MESSAGE 714352969008807968
FROM Nexus Darkshade IN #proposals-ä6 ON 2020-05-25 AT 05:43:39.848:
Proposal 5: Best Interpretation 

Create a rule which states:
"If a proposal passes witg a grammatical error or misspelling which does not significantly impact its meaning or how it is understood, the error may be fixed (with the approval of the player who made the proposal) when entering it into GitHub.

If the person making the correction is not a mod on this discord server, they must have the correction verified by a mod on this server before entering it into GitHub."

MESSAGE 714375069882646588
FROM Jacekesan IN #proposals-ä6 ON 2020-05-25 AT 07:11:29.107:
proposal 6: 
Create a market where the players can sell items by using dad coins. the buying and selling part is between players and players have to decide a price together for the items.

MESSAGE 714379546002063371
FROM Zephnik IN #proposals-ä6 ON 2020-05-25 AT 07:29:16.297:
Proposal 7: Actions 

Create a new rule with the title "Actions", and the following as its body of text: 

"Actions are events that can be triggered by players, through publicly specifying an Action's name and their intent to perform it. 

Each Action has 3 attributes: a *name*, a *cooldown* and a *body* of text which states what happens upon the triggering of said Action. 
An Action's *cooldown* is an integer that represents the multiplication of 24 hours a player has to wait until they can perform the same Action again. 
Any commands in an Action's body must be performed by the player who triggered the Action for its effects to occur. 

Actions can only be defined in this rule. Following is a list of Actions: 

(this list is empty)"

||Edits: 
May 25. 07:29 UTC (proposal number was wrong)||

MESSAGE 714994824733917234
FROM Random Internet Cat IN #proposals-ä6 ON 2020-05-27 AT 00:14:10.178:
[To the extent permitted by the rules, this message shall be construed as a revision of a message that was accidentally sent earlier as Proposal 8 and then deleted]
[Edits: clarity and wording tweaking]

Proposal 8: Omnibus Cleanup

Amend the Rule created by Proposal #5 to read, in whole:
{
Moderators can make changes to the bodies of rules in order to fix obvious grammatical or spelling errors, so long as the changes do not affect interpretation of the rules in any way.
}

Amend Rule 2 by deleting the text "If a rule ever lacks a title or has an empty title, a moderator may assign a title to it at any time".
Amend Rule 1 by appending the following text to its first paragraph: "If a rule ever lacks a title or has an empty title, a moderator can assign a title to it at any time".

MESSAGE 715067578191577158
FROM Kunnen IN #proposals-ä6 ON 2020-05-27 AT 05:03:15.954:
Proposal 9: Score

"If a proposal passes with unanimous votes, the creator of said proposal gains 5 points" .

MESSAGE 715183996312617053
FROM Fenton IN #proposals-ä6 ON 2020-05-27 AT 12:45:52.197:
Proposal 10: Legislative Combo

Create a Rule which states
{
When a proposal passes, the player who created it may create one additional proposal during their group's next proposal day. 
} 
Amend Rule 4 "Score" to include
{
When a proposal passes, the proposal's creator may choose to gain 1 extra point for each consecutive passed proposal they created before it.
}

MESSAGE 715308740659904534
FROM Resu IN #proposals-ä6 ON 2020-05-27 AT 21:01:33.567:
Proposal 11: Christmas come early

Amend rule 7 (Actions) as follows:
Replace `(this list is empty)` with ```Action: Give
Cooldown: 1
When this action is triggered, one or more entities belonging to the player performing the action—either dad coins, or any other entity which is explicitly described in the rules as being transferable—are transferred to another player. When triggering this action, a player must ping the player to whom they are giving something, state what they are giving them, and in what quantity.```

MESSAGE 715961774578597949
FROM Klink'o'Lantern IN #proposals-ä6 ON 2020-05-29 AT 16:16:28.986:
Proposal 12: Dad Coin DLC

Replace all instances of the word "name" in rule 4 with the word "nickname" 


Add the following to the end of rule 5: 
{
Players shall keep the amount of Dad Coins they have at the end of their nickname in parenthesis, preceded by a currency symbol of their choosing (for example, Klink (¥3)).

If a player gains Dad Coins and fails to update their nickname within 48 hours, the gained Dad Coins are forfeit.

If a player loses Dad Coins, and fails to update their name within 48 hours, a moderator may update their Dad Coin total on their behalf within 96 hours of the Dad Coins being lost.
}

MESSAGE 715962280168390697
FROM rosewinsall IN #proposals-ä6 ON 2020-05-29 AT 16:18:29.528:
Proposal 13: Dad Suggestions

Create a new rule which states:  if a players suggestion from the suggestions bot is used said player earns 5 Dad Coins.

MESSAGE 716080106652827679
FROM HeuryAlone IN #proposals-ä6 ON 2020-05-30 AT 00:06:41.551:
Proposal 14: Grandpa Coin

Proposal 2: Currency
Create a new rule which states: "Grandpa Coin is the the currency of this round alongside Dad Coin. Anytime you would earn a Dad Coin you must decide to earn a Grandpa Coin instead. Any past or future rule referring to Dad Coin also refers to Grandpa Coin."

MESSAGE 717123266204008518
FROM Zephnik IN #proposals-ä6 ON 2020-06-01 AT 21:11:50.169:
Proposal 15: Gambling! 

Append the following to the end of rule 7: 

```Action: Gamble 
Cooldown: 2
When this Action is triggered, lose a chosen quantity of either points or Dad Coins. Have a moderator generate a random number from 1 through 3. If the result is 1, gain said quantity of the value which you lost earlier, times three.```
Edit: formatting

MESSAGE 717704826770948156
FROM Resu IN #proposals-ä6 ON 2020-06-03 AT 11:42:45.013:
Proposal 16: The Fourth Commandment

Amend Rule 3 by replacing
```Saturday and Sunday: Voting day for Group C proposals```
with
```Saturday: Voting day for Group C proposals

Sunday: Rest day: no proposals or voting```

MESSAGE 717706619319877712
FROM Resu IN #proposals-ä6 ON 2020-06-03 AT 11:49:52.39:
Proposal 17: ~~legislative~~ c-c-c-combo breaker

Amend rule 4 by adding ```Other parts of this rule or other rules notwithstanding, no player may gain points in any way while in debt.```,

Amend rule 7 by adding to the end of the description of the "Give" action" ```This action may not be triggered by a player who is in debt.```, and

Add a new rule:
```9. Debtor's Prison
A player may have fewer than 0 Dad Coins, in which case that player is "in debt". A player who is in debt cannot win the game, other rules notwithstanding. Being in debt may prevent a player from performing certain actions.```

MESSAGE 717755314018975825
FROM JumbleTheCircle IN #proposals-ä6 ON 2020-06-03 AT 15:03:22.111:
Proposal 18: Not Funny

Append the following to the end of rule 7:
```Action: Dad Joke
Cooldown: 7
When this Action is triggered, lose a Dad Coin and select another player.  That player loses a Dad Coin as well.```

MESSAGE 717766943150440529
FROM Fenton IN #proposals-ä6 ON 2020-06-03 AT 15:49:34.712:
Proposal 19: Lone Legislator

Amend Rule 4 'Score' to include:
{
If only one player has proposal(s) pass at the end of a voting day, that player may gain 3 points.
}

MESSAGE 717810182973030460
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-03 AT 18:41:23.889:
Proposal 20: Generic score manipulations

Amend Rule 4 (Score) by deleting the paragraph beginning "Players can only gain or lose points".

MESSAGE 717811111646461984
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-03 AT 18:45:05.302:
Proposal 21: Earlier voting ending

Amend Rule 3 (Proposing and voting) by replacing the text "Voting ends simultaneously with the start of the next proposing day" with the text "Voting ends simultaneously with the end of the voting day".

MESSAGE 717832050035654766
FROM Kunnen IN #proposals-ä6 ON 2020-06-03 AT 20:08:17.403:
Proposal 22: Happy Dads Day

Append the following to the end of rule 7:

Action: Bonus Sunday proposal
Cooldown: 6
If today is Sunday, lose 2 Dad Coins and make a proposal. The proposal can be voted on until the end of the same day, and must be created before 12:00 PM UTC

MESSAGE 719343361302986753
FROM Wotton IN #proposals-ä6 ON 2020-06-08 AT 00:13:42.088:
**Proposal 23:** *A Deal with the Devil*

Append the following to the end of rule 7:

```Action: Initiate Contract
Cooldown: 1
Ping one (and only one) player with whom you do not already have an active contract and propose your contract. If the pinged player agrees to the terms, and neither party has voided a mutual contract  before, then the contract is initiated.

Once both players have fulfilled their respective parts of the contract, the contract is terminated. While the contract is still in effect, if a player fails to fulfil the conditions imposed on them by the contract within the specified amount of time, then that player loses 20 points and the other gains 15 points. If and when that happens, the contract is immediately terminated.```

MESSAGE 719648386458058802
FROM Zephnik IN #proposals-ä6 ON 2020-06-08 AT 20:25:45.752:
Proposal 24: Minor change lol

Append the body of rule 9 to the end of rule 5. Repeal rule 9.

MESSAGE 719701215205654672
FROM CodeTriangle IN #proposals-ä6 ON 2020-06-08 AT 23:55:41.107:
Proposal 25: Factories

The text of this proposal is in the file attached to this message.

This message has attachments:
[Attachment 1]

MESSAGE 720171912399159348
FROM Kunnen IN #proposals-ä6 ON 2020-06-10 AT 07:06:04.063:
Proposal 26:  txt message

Replace
```A player submits a proposal by posting a document labeled as such in #proposals.```

in rule 2 with
```A player submits a proposal by posting a text message labeled as such (which does not refer to a document) in #proposals.```

MESSAGE 720234687569723502
FROM Fenton IN #proposals-ä6 ON 2020-06-10 AT 11:15:30.83:
Proposal 27: Average Footing

Replace the text in Rule 4
```Each player has a score, measured in points. When a player enters gameplay, their score is 0 points.```
with the text
```Each player has a score, measured in points. When a player enters gameplay their score 0, but they may gain in points the average of the value of all other players' scores rounded down. ```

Edits: changed score to scores

MESSAGE 720295969773846530
FROM JumbleTheCircle IN #proposals-ä6 ON 2020-06-10 AT 15:19:01.646:
Proposal 28: You're Hired

Append the following to the end of rule 7:
```Action: Work
Cooldown: 7
When this Action is triggered, gain a Dad Coin.```

MESSAGE 720331380734689332
FROM Resu IN #proposals-ä6 ON 2020-06-10 AT 17:39:44.277:
Proposal 29: let's get that bread

Append the following to the end of the rule "Factories and Modules":
```**Name:** The Moneymaker
**Cost:** 3 Dad Coins
**Description:** *You gotta spend money to make money.*
**Effect:** When equipping this module to a factory, pay 1 Dad Coin. When collecting from this module's factory, gain 3 Dad Coins.```

MESSAGE 720332695829479426
FROM Fenton IN #proposals-ä6 ON 2020-06-10 AT 17:44:57.82:
Proposal 30: Old Pa's got your frack

Append the following to the end of the rule "Factories and Modules":
```**Name:** Father Frack
**Cost:** 1 Dad Coin
**Description:** *Your trusty pa is back to help you frack that sweet sweet Dad Coin, make your pappy proud.*
**Effect:** When equipping this module to a factory, pay 2 points. When collecting from this module's factory, gain 2 Dad Coins.```

Edits: Typo, trust to trusty

MESSAGE 720337145474318498
FROM Resu IN #proposals-ä6 ON 2020-06-10 AT 18:02:38.698:
Proposal 31: Now Hiring

Amend the rule "Factories and Modules" by inserting the following paragraphs before the list of modules:
```A player may hire other players to work in their factory. To do so, the player doing the hiring and the player being hired must both indicate their agreement factorially. If and when a player collects from their factory, they receive one additional point for each player in their employ, and each player in their employ receives one Dad Coin. 

A player may hire multiple other players to work in their factory, but no player may work in more than one factory at a time. A player may not hire themselves to work in their own factory. A player may fire any of their employees or quit their job by announcing it factorially.```

MESSAGE 720344226050736150
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-10 AT 18:30:46.839:
Proposal 32: Legislative Combo merge

Repeal the Rule with the title "Legistlative Combo".

Amend Rule 3 by replacing the sentence beginning "On a proposing day" with the following: "A player's proposal quota is 2 if, during their group's previous proposal day, they submitted a proposal that was later adopted, and otherwise 1.  On their group's proposing day, each member of that group may submit a number of proposals not exceeding their proposal quota; any excess proposal is illegal."

MESSAGE 720345058104311889
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-10 AT 18:34:05.216:
Proposal 33: Rule number clarification

If Rule 1 does not end in a period, amend it by appending a period to it.

Amend Rule 1 by appending the following: "No two rules can have the same ID number. If there is general consensus that a rule has a specific ID number, that rule's ID number is set to the consensus, regardless of what it previously was."

[This ensures that if we mess up rule ID numbers in tracking then nothing actually breaks.]

MESSAGE 720364481992982542
FROM Kunnen IN #proposals-ä6 ON 2020-06-10 AT 19:51:16.232:
Proposal number 34

Replace 
```When a proposal is adopted, it takes effect ```

in rule 2 with
```When a proposal is adopted, it takes effect at the beginning of the day after its voting day```

MESSAGE 720935931875557387
FROM MaypleTheTreeway IN #proposals-ä6 ON 2020-06-12 AT 09:42:00.501:
Proposal 35:

Module proposal

Ammend the rule "Factories and Modules" by changing the paragraph "The following modules are defined:" to "Any player may create a new module or module pack bysending a message factorially and starting it with [MODULE PROPOSAL] between Wednesday and Friday. All modules need to have a name, cost, description and effect. Players vote on the proposal by reacting with 👍 or 👎. If after 72 hours, there are more 👍 than 👎 reactions, the module is created. The following modules are defined:"

MESSAGE 721056738979086343
FROM Klink'o'Lantern IN #proposals-ä6 ON 2020-06-12 AT 17:42:03.159:
Proposal 36: Rule Implementation

Amend the following sentence in Rule 3. Proposing and voting:
`Voting ends simultaneously with the start of the next proposing day, at which time all legal proposals that have a ratio of over 50% positive votes are adopted.`

To the following

`Voting ends simultaneously with the start of the next proposing day, at which time all legal proposals that have a ratio of over 50% positive votes are adopted sequentially in the order they were proposed.`

MESSAGE 722072618748084224
FROM Deleted User IN #proposals-ä6 ON 2020-06-15 AT 12:58:47.77:
Proposal 37: For ease of book-keeping

Amend Rule 10 from
`The channel #factories shall be used for all business related to factories. `
to
`The channel #factories shall be used only for factorial actions.`

Comment:
in the same way <#712511423800148069> is only for making and voting on proposals, this is for the purpose of redirecting distracting clutter to other channels and making it easier to track down who owns what factory and who works for whom.

MESSAGE 722197109637644390
FROM Wotton IN #proposals-ä6 ON 2020-06-15 AT 21:13:28.711:
**Proposal 38:** *Bonus Proposal Day and Group C's Voting Shouldn't Overlap*
Ammend the following sentence in **Rule 3. Proposing and voting**:
```Saturday and Sunday: Voting day for Group C proposals```
to the following:
```Saturday: Voting day for Group C proposals```

MESSAGE 722197273127419966
FROM Wotton IN #proposals-ä6 ON 2020-06-15 AT 21:14:07.69:
**Proposal 39:** *Auctioning the Means of Production*
Ammend the following sentence in **Rule 10. Factories and Modules**:
```Players can factorially purchase a module that they do not already own by paying that module type's cost. This creates a module of that type in their possession. The modules a player owns should be tracked.```
to the following:
```Players can factorially purchase a module that is not unique and they do not already own by paying that module type's cost. This creates a module of that type in their possession. The modules a player owns are transeferable and should be tracked.```

Ammend **Rule 10. Factories and Modules** by inserting the following text before the list of modules:

```Modules can be unique. Unique modules have a cost of 0 and must specify that they are unique in their respective effects.

Every time a proposal is adopted that introduces at least one new unique module to the game, an auction for each one of those modules starts. During an auction, players may bid on the corresponding module by factorially stating the module's name and naming an amount of Dad Coins that is higher than zero and can be expressed as an integer. 
For each auction, once at least one bid has been placed and the highest bid is 24 hours old, then the auction ends. The player who placed the largest bid becomes the owner of the corresponding module and loses an amount of Dad Coins equal to the highest bid they placed.```

MESSAGE 722777209500073984
FROM Resu IN #proposals-ä6 ON 2020-06-17 AT 11:38:35.296:
**Proposal 40:**

Amend Rule 10 by adding the following sentence to the last paragraph before the list of Modules: 

```A player may not hire any employees on Saturday or Sunday.```

MESSAGE 722901250345140295
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-17 AT 19:51:28.938:
**Proposal 41: Generic Score Adjustment**

Amend Rule 4 by deleting the paragraph beginning "Players shall keep their score at the end".
Amend Rule 4 by deleting the paragraph beginning "If a player gains points".
Amend Rule 4 by deleting the paragraph beginning "If a player loses points".
Amend Rule 5 by deleting the paragraph beginning "Players shall keep the amount of Dad Coins".
Amend Rule 5 by deleting the paragraph beginning "If a player gains Dad Coins".
Amend Rule 5 by deleting the paragraph beginning "If a player loses Dad Coins".

Enact a new Rule with the title "Player Tracking" and the following text:
{

The annex of a nickname is the final parethenesized section of that nickname (example: in "Mr. X (1, 3)", the annex is "(1, 3)"). Nicknames shall contain no parentheses other than those that introduce or terminate the annex. The annex shall appear at the end of a nickname. The fields of an annex are parts separated by commas (example: in the annex "(1, 3)", the fields are "1" and "3").

Certain quantites are described as player-tracked. Each player shall record their current values of player-tracked quantities in the annex of their nicknames, but shall not be punished for recording values that were correct up to 48 hours ago. If, at any time, a player's nickname has an incorrect value of a player-tracked quantity, a moderator may update that player's nickname to reflect the correct values.

If a player-tracked quantity in a player's nickname has deviated from the correct value by the same non-zero constant for 96 continuous hours, that quantity is updated so that the player's nickname is correct.

}

Enact a new rule with the title "Tracked Values" and the following text:
{

Score is a player-tracked quantity. Dad coins balance is a player-tracked quantity.

Each player's annex shall be of the form "($P, $M$C)", where "$P" is their score, "$M" is one or more characters acting as a currency symbol, and "$C" is their dad coin balance.

}

MESSAGE 722941379713564733
FROM Fenton IN #proposals-ä6 ON 2020-06-17 AT 22:30:56.525:
Proposal 42: Labourless Union

Amend Rule 7 'Actions' to include
```
Action: Unionise
Cooldown: 7
A player may take this action if 
-the day is either Saturday or Sunday 
-they have not gained any Dad Coin or points from being in the employ of another player this week
- they are not in the employ of another player
When a player takes this action, they gain the status 'unionised'. A player loses this status if one of the above conditions fail to be met. 
At the end of the week, all 'unionised' players may gain 1+X points where X equals the number of 'unionised' players. 
```

MESSAGE 723473030986203147
FROM MaypleTheTreeway IN #proposals-ä6 ON 2020-06-19 AT 09:43:32.066:
Proposal 43: Sequential rules

Ammend the rule names "On Rules and Rules Changes" by editing the second paragraph 
from:

"No two rules can have the same ID number. If there is general consensus that a rule has a specific ID number, that rule's ID number is set to the consensus, regardless of what it previously was."

to:

"No two rules can have the same ID number. If a rule does not have an ID number it's set to the ID number of the most recent rule plus one."

Add a third paragraph to the same rule saying:

"If a rule with a certain ID number ever is repealed, deleted or is missing in any way. the next rules' ID numbers go back one number so that every rule has a sequential ID number. This can be repeated as necessary until the sequence is restored."

MESSAGE 724747544667750482
FROM Wotton IN #proposals-ä6 ON 2020-06-22 AT 22:07:59.807:
Proposal 44: Aren't you using that?

Ammend rule 10 by replacing the sentence: ```The modules a player owns are transeferable and should be tracked.```
with: ```The modules a player owns should be tracked. Unequiped modules are transferable.```

MESSAGE 724747862357049386
FROM Wotton IN #proposals-ä6 ON 2020-06-22 AT 22:09:15.55:
Proposal 45: Judgemental

Enact a new rule with the title **Judges** and the following text:
```Every day starting from 00:00 UTC, any player may become a candidate for the next Judge by sending a text message in the channel #judge-elections. Immediately after the day ends, the player whose post has the most thumbs up reactions becomes the Judge for a day. If there is a tie, then an alphabetic list of the tied players is made and the first player on that list is this day's new Judge.

Any player may at any point in time ping the current Judge and pose a question concerning any set of ambiguous, unclear, or conflicting rules. The Judge may then send a text message in #judge-rulings that will settle how the rule ought to be interpreted. The Judge's ruling goes into effect exactly 24h after it is posted. If it's deleted, or the ratio of thumbs down to thumbs up for that ruling is 3:2 or higher, then that ruling does not go into effect. Judges may not edit their rulings, though they may override them by creating a new ruling.

Only declarations of candidacy may be posted to #judge-election, and only one per player per day. Only the current Judge may send messages in the channel #judge-rulings.```

MESSAGE 725440298930536540
FROM Random Internet Cat IN #proposals-ä6 ON 2020-06-24 AT 20:00:45.294:
Proposal 46: Effective autocorrection

Amend Rule 11 by replacing the text "If a player-tracked quantity in a player's nickname has deviated from the correct value by the same non-zero constant for 96 continuous hours, that quantity is updated so that the player's nickname is correct." with the following:
{

If a player-tracked quantity in a player's nickname has deviated from the correct value by the same non-zero constant for at least 72 of the previous 96 continuous hours, that quantity is updated so that the player's nickname is correct.

}

SELF-KILLED BY BEING MADE ILLEGAL

[This fixes a bug. Currently, the autocorrection condition is impossible to fulfill if your value has changed within the 4 days. This fixes it by allowing 1 total day within the last 4 to have a different difference, which allows time for updating after score changes.]

MESSAGE 726095673165873243
FROM HeuryAlone IN #proposals-ä6 ON 2020-06-26 AT 15:24:58.688:
Proposal 47:

Enact a new rule with the title **Food Court** and the following text:

`You may spend your Dad Coins on an item of food of your choosing by stating your intent in <#720350573995491408> for 1 Dad Coin. No matter what food you state you are buying, 1 unit of that food item has the same effect. You may use that item against any proposal by reacting to a proposal with a food emoji. If a proposal has 3 or more food emoji reactions, a Food Fight has incurred and that proposal now requires a Super Majority to pass.`

MESSAGE 726112471936401490
FROM Klink'o'Lantern IN #proposals-ä6 ON 2020-06-26 AT 16:31:43.827:
Proposal 48: Greased Palms

Amend Rule 3 by changing the following section:
```Voting ends simultaneously with the start of the next proposing day, at which time all legal proposals that have a ratio of over 50% positive votes are adopted sequentially in the order they were proposed.```

To:
```Voting ends simultaneously with the start of the next proposing day, at which time all legal proposals that have a ratio of over 50% positive votes are adopted sequentially in the order they were proposed. Other rules may define special scenarios where a different positive vote is needed```

Amend Rule 7 'Actions' to include:
```Action:  Bribery
Cooldown: 7
If the player triggering this action has less than 10 Dad Coins, this action does nothing.

If the player triggering this action has more than 10 Dad Coins they lose 10 Dad Coins and may specify a proposal. That proposal only needs a ratio of over 33% positive votes to be adopted```

MESSAGE 726211936051658772
FROM MaypleTheTreeway IN #proposals-ä6 ON 2020-06-26 AT 23:06:57.92:
Proposal 49: Dejavu

Amend rule 1 "On Rules and Rule Changes" by changing the second paragraph from:

"When a proposal is adopted, it takes effect and any actions described in its body are carried out, except as explicitly prohibited by a rule. A proposal cannot take effect if it has not been adopted in accordance with the rules. Proposals can have neither retroactive nor future effect, even if their text explicitly states otherwise."

to:

"When a proposal is adopted, it takes effect and any actions described in its body are carried out, except as explicitly prohibited by a rule. A proposal cannot take effect if it has not been adopted in accordance with the rules. Proposals can have neither retroactive nor future effect, even if their text explicitly states otherwise. No proposal may refer to a player or group of players by any non-changing uniquely identifiable or real-life characteristic such as name or nickname, to give them exclusive advantages or disadvantages."

Edit: closed quotes

MESSAGE 727144067787391036
FROM Zephnik IN #proposals-ä6 ON 2020-06-29 AT 12:50:55.444:
Proposal 50:

Append the following to the end of the effect sections of the modules named Father Frack and The Moneymaker:

```
Lose an amount of points that is lower than 16, given that it would not cause your point balance to go below 0. For every 5 points you choose to lose, gain 1 additional Dad Coin. 
```

Append the following to the end of the effect sections of the modules named Default, Pointer, Atomic Engine, Point-O-Matic 3000:

```
Lose an amount of Dad Coins that is lower than 4, given that it would not cause your Dad Coin balance to go below 0. For every Dad Coin you choose to lose, gain 5 additional points. 
```

Sidenote for clarification: ||
Effects stated above are activated like normal when a factory with this module is collected from.
You should vote for this proposal because it allows players to actually use their full wallets for something, by "fuelling" their factories to make them more effective. 
However, the modules that produce points require Dad Coins to produce more points, and vice versa. So players will need to strategically switch between modules to take advantage of this mechanic.||

MESSAGE 727312273991008317
FROM Wotton IN #proposals-ä6 ON 2020-06-29 AT 23:59:18.928:
Proposal 51: Don't be so formal

Amend the first sentence in rule 7:
```Actions are events that can be triggered by players, through publicly specifying an Action's name and their intent to perform it.```

to the following:
```Actions are events that can be triggered by players, through publicly specifying their intent to perform it.```

MESSAGE 727312363661033472
FROM Wotton IN #proposals-ä6 ON 2020-06-29 AT 23:59:40.307:
Proposal 52: Haha proposals go brrr

Append the following to the list of modules

```Name: The Legislator
Cost: 2
Description: 
Effect: While you have this module equipped, gain 1 point every time a proposal passes. When collecting from this module's factory, gain 1 Dad Coin for every player under your employ who passed a proposal.```

MESSAGE 727851398288506880
FROM Resu IN #proposals-ä6 ON 2020-07-01 AT 11:41:36.177:
Proposal 52: Let's Slow Down/The Merry-go-Round

Amend the first paragraph of Rule 13 by replacing `Every day starting from 00:00 UTC,` with `Every week starting on Monday,` and change ever reference to `day` to `week`.

Amend the second paragraph of Rule 13 by replacing `Any player may at any point in time ping the current Judge` with `Any player other than the current Judge may at any time ping the Judge`.

Add to the end of Rule 13 `Every Judgment posted by the Judge must include a link to the discord message that requested the Judgment. If the Judgment does not, it does not go into effect.`

MESSAGE 727988759768858757
FROM Random Internet Cat IN #proposals-ä6 ON 2020-07-01 AT 20:47:25.706:
Proposal 53: Effective autocorrection 2: electric boogaloo

Amend Rule 11 by replacing the text "If a player-tracked quantity in a player's nickname has deviated from the correct value by the same non-zero constant for 96 continuous hours, that quantity is updated so that the player's nickname is correct." with the following:
{

If a player-tracked quantity in a player's nickname deviates from the true value by a non-zero constant, and has deviated from the correct value by that same constant for at least 72 of the previous 96 hours, that quantity is updated so that the player's nickname is correct.

}

MESSAGE 727989195515232286
FROM Random Internet Cat IN #proposals-ä6 ON 2020-07-01 AT 20:49:09.596:
Proposal 54: Proper purchasing

Amend Rule 10 by changing the specification of the module with the name "The Legislator" so that its cost field reads "2 Dad Coins".

MESSAGE 728717405899063358
FROM MaypleTheTreeway IN #proposals-ä6 ON 2020-07-03 AT 21:02:48.481:
Proposal 56: Religious Eraser

Amend Rule 3 by changing the part in the third paragraph that reads "Editing a proposal on its voting day or later renders the proposal illegal." to "Editing or deleting the proposal's message on its voting day renders it illegal. The proposal still exists for counting and proposing limit purposes."

Edit log:
Fixed the number and time frame
Fixed the message
Fixed the typo
Fixed the name
Actually fixed the number
ACTUALLY fixed the number

MESSAGE 728726893385220116
FROM rosewinsall IN #proposals-ä6 ON 2020-07-03 AT 21:40:30.474:
Proposal 57: Bi Winning

Replace the third paragraph of rule 4 with the text: The first player(s) to reach 100 points or more wins the round, also causing the round to end.

MESSAGE 728727142476677140
FROM Klink'o'Lantern IN #proposals-ä6 ON 2020-07-03 AT 21:41:29.862:
Proposal 58 (the real one):  Nap time

Add the following to the bottom of the list of actions in Rule 7:
```Action: Nap
Cooldown: 1
The player performing this action gains 1 point at the end of the day as long as they did none of the following during the day: 
*Performed any other action
*Done anything factorially
*Made a proposal
```

MESSAGE 728734687291506758
FROM MaypleTheTreeway IN #proposals-ä6 ON 2020-07-03 AT 22:11:28.686:
Proposal 59: ""

Amend rule "Factories And Modules" by adding the following new text after "Each module has a Name, a Cost, a Description, and an Effect.":

"If a module has no name it defaults to "Placeholder" with a number following it that is 1 for the first module with an empty name and is a subsequent number for each following module. If a module has no cost, it's invalid and can not be purchased. Additionally, if a module only lists a number as its cost, it's that number of Dad Coins. If a module has no description, its description is an empty string. If a module has no effect, it's invalid and can not be purchased."

Edit:
Cost is needed
Can't buy it
Punctuation

MESSAGE 728761248426229771
FROM HeuryAlone IN #proposals-ä6 ON 2020-07-03 AT 23:57:01.354:
Proposal 60

Add a rule with the following text:

There is a secret society of Bandits. Any player that has no Dad Coins is a part of this secret society. If a player belonging to the Bandits ever has a positive number of Dad Coins, that player ceases to be a Bandit.

MESSAGE 729499663002239109
FROM Wotton IN #proposals-ä6 ON 2020-07-06 AT 00:51:13.108:
Proposal 61: Wotton, bribery is wrong!
Amend rule 9 by appending after the sentence ```If and when that happens, the contract is immediately terminated.``` the following:
```Contracts have no effect if, at the time when the Initiate Contract action was triggered, one of the players mentioned in the contract had more than 60 points and the contract mentions voting or discord reactions.```

MESSAGE 729499987045646356
FROM Wotton IN #proposals-ä6 ON 2020-07-06 AT 00:52:30.366:
Proposal 62: Catch 22
Append the following to the end of rule 7:
```
Action: Roulette
Cooldown: 999
The player triggering this action becomes a Contestant.
This action can not be triggered after the 9th of July 2020 UTC (Thursday).
Only players with more than 0 points and less than 70 points may trigger this action.
```

Enact a new rule with the title **Doomsday** and the following text:
```
On the 10th of July 2020 UTC (Friday) the current Judge must randomly select one player out of all the Contestants to become The Chosen One. Failure to do so will result in the Judge's point total being set to 0. The selection must take place publicly, using a discord bot's random number generator. The Judge may not re-roll the result, and all contestants shall have equal odds of being chosen.
The Chosen One's number of points shall be set to 99 and they may not lose or gain points until the day is over. When The Chosen One collects from their factory, they gain an additional point.
```

MESSAGE 730239799239376916
FROM Random Internet Cat IN #proposals-ä6 ON 2020-07-08 AT 01:52:15.338:
Proposal 63: Point Transferrance

Amend Rule 4 by replacing the paragraph beginning "Each player has a score" with the following: "Points are transferrable, fungible entities. The score of a player is the number of points they have. Changing a player's score creates or destroys points as necessary to give the correct resulting score. Rules to the contrary notwithstanding, points cannot be transferred to a player that has more than 75 points."

Set each player's score to what their score was immediately before this proposal took effect.

MESSAGE 730532393898999910
FROM Resu IN #proposals-ä6 ON 2020-07-08 AT 21:14:55.341:
Proposal 65: Yes, count them

Amend rule 10 by changing The Legislator's cost to `2 dad coins`.

MESSAGE 730539085730414603
FROM Resu IN #proposals-ä6 ON 2020-07-08 AT 21:41:30.798:
Proposal 66: Power to the people:

Amend rule 10 by taking the first sentence of paragraph four, `Once per week on either Saturday or Sunday, each player can collect from their factory factorially`, and appending `if and only if they have at least one employee who clocked in.`

In paragraph 5, change `receives one Dad Coin` to `receives a salary of one Dad Coin`.

Further amend rule 10 by adding: 
```A player can "clock in" factorially once a week on either Saturday or Sunday, if and only if they have been hired to work in a factory. A player who has not clocked in cannot receive their salary. Every player is automatically clocked out when Sunday ends.```

MESSAGE 730569824996032523
FROM Fenton IN #proposals-ä6 ON 2020-07-08 AT 23:43:39.61:
Proposal 67: I'm Awake

All players with a point value of 50 or less gain 5 points.

{low effort proposal but I've been long lost}

